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A special message from CAP( )l> 1 

rou for set tiding The Little Meminid, tlie latest addition to 
Capcoms library of Disney titles. Following such hits as DuckTales 
and ("hip 'n Dale Rescue Rangers, The Little Mermaid continues the 
tradition of action packed family oriented games for the Nintendo Enter 
laimnent System. 

> 

The Little Mermaid features colorful state-of-iho art high resolution 
graphics. We at Capcom are proud to bring you this thrilling new addition 
to your video game library. 
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SAFETY PRECAUTlONS 

Follow the easy suggestions below to keep your Game Pak in top 
operating condition, 

SAFETY PRECAUTIONS ■ • - "=■ • = ■ ■ r ..a bm = ■ u m *■ 

1, Alwftyij make sun; the power is off before inserting or removing the Game Pak. 

2. Don’t try Et> take the Game Pak apart, of touch its terminal connectors. 

light and extmEin; hot Or COld, DfliA bend it, 
crush it, or get it wet. Store it in Its protective package at room temperature when you're 

not usinig ii- 

4. If your Came Pak gets dusty, clean it with a soft dry cloth. Never use thinners, solvents, 
lien^cfcii, alcohol, or other strong cleaning agents that -nan damage it. 

5. For the best game play, sit 3 to 6 feet away from your television. Pause for ID to 20 
minutes after 2 hours of continuous play to exiend ihe lire of your Game Pak,. 

WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV[ 
D-i ik us* & Irooi o; rfcar proj&aion wlevistofl will-- ^our Ninrarrio Enwnainnwffl 5y3rarrtn {' N E 5" J and NES ga^ifes. 
Your p;n^Tnlii>n flulimsian ^nmun rray be p^rmarwrflV dnjn^gfl-d if vibui? gnmij? viilh f-:;i! orjL'y jrn-sir:; p r p a h r? r n*. 

are pa >■*$ or: y&jr Ef^iK-iKTriieigyiEkjn. &mi wtijr ii ycu c^iajce a v^eo^ame on hokS or pajae. H 
yesy iit« your prof^cticfl teifMlBior with nfcS flakes. Niniendg will nol lays ^ any i Ms sijuafUan rs roL 
cawoed by a cte1e« n Us NES or NES other tu®d® r • v* ima§« m ay ca uao aim liar damage u a 
;>i>iJLli:::i I Vi v iu n. PI i :-ii:; i,1 i:g r tor I \a TV' rm ru I; tebj k : r b: ti.; rth i! r i :n b,1 rru hr-ri. 
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and turn it on. ITio title screen appears. 

2. Press Start to bog in the game. 

3, Next, 
screen 
screen 

and press button A to go on to each new 
a screen 

press button A again to begin Ariel's adventures. {If you don’t 
want to read the story 

4. During play„ press Start to pause the action and see- the status screen. 
Press Start again to continue, 

5, Press the Reset button on the Nintendo console to start the game over 
from the beginning. 

screens - 
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li 

■ 
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BUBBLETROUBLE 

Flounder, Sebastian and Scuttle have bad news., The Evil Witch Ursula 
is taking over the whole ocean! To save her friends, Ariel gives up her 
human form, and her prince, Eric, to rush back to the foamy depths of 
the sea. She must stop Ursula! 

But the sea has changed. Ferocious fish prowl through cord reefs. Scary 
ghosts and eerie eels haunt the sunken ship. Sharks and spinebalis lurk, 
and horrible halibut fish hide in the sand., waiting to turn Ariel into 
fish food. 

But Ariel has tricks of her own. Her bubbles snare the finny fiends and 
put Shem in a trance. Now they're harmless! Ariel can also knock oat 
critters with magic shells, and find sunken treasures that make her faster 
and stronger. 

But every ocean has its special guard. At the end of each maze, frightful 
creatures try to end Ariel's adventures. When she finally reaches 
Ursula's gloomy undersea lair, Ariel must destroy the huge witch whose 
evil powers control the sea. 
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ARIEL'S MOVES 

Press the eonlrol pad in any direction. 

Press button B while swimming. 

Press button A. 

Swim 

Speed up 

Swish Ariel's fail or 
hup across dry places 

Push a bubble or shell Press the control pad in the right 
direction, and press button A, 

Press button A while pressing 
the control pad up. 

Jump onto a wood 
piling, and ice floe, 
or a letijge above water 

See the status screen - Press Start. Press it again to go back 
to the game. 

- Press button A. Enter a warp tunnel 
in level 5 

eofrjTffOL 
PAD 

START 7 
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Swish Ariel's tail £ wice to snare a fi&h in a bubble. Then catch the 
bubble by swimming up to it. The bubble will only fast a few moments 

another fishy fiend, you cm knock out that one 
snare finny critters or knock them out, they're 

? 

but if you can push it at 
L r L 

(n 

■ 

■ 
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defeat Ursula, Every time a fish foe bumps her, she gets weaker. The 
hearts at the top left of the screen j 
If Ariel loses all the hearts, her chance ends and she has to begin the sea 
level over. 

s she can take 
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Search the sandy bottom* coral reefs, and ledges for magic shells. Swim up 
■ 

i 
l 

a Lin, you can 

creatures m your bubbles, but you can stop them with shells. 
.771 

s ; song as you cun 1 
B ■ 

. . ■3 ■ 

and you may be able to pick them up again when you toss or drop them. 
Shells sometimes disappear, and then you'll have to search for more. 

:i ■ 
■ 

m 

■O or even 

Whenever you find something* pick it up! 
The dinglehoppers and snariblatts give 

ia.1 a 8 . . ■D 

■ B L - 

B 
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THE POWER OF MAGIC THINGS (cont.) 

Dinglehopper 
5 00 points 

Snarfblatt 
800 points 

Heart 
1 extra bump 

Search for Ariel dolls in nooks and 
crannies around the sea bottom. 
When you can pick one up, you'll 
gain an extra chance Lo win! 

1 extra chance 

in 

ARIEL'S POWERS 

I xx)k for sunken treasure chests. When you find one, knock if open with a shell, 
A gleaming pearl may float out, and you can take it by swimming over it. Red 
pearls give you more power, and make your bubbles stronger. Green pear!s 
make your bubbles go farther. The pearls you find stay with you until you lose 
that chance. At the end of a level, you11! get bonus points for all the pearls 

Normal power: You can pick up shells, and it. lakes two swishes of your lad 
to snare the small, fry in your bubbles. 

Red pearl power: One pearl makes you able to cal eh most critters with one 
(ail swish, and, you can push barrels. With two pearls, you can catch even I he 
biggest guLpers, and push small stones. When you get three red pearls, the 
enemies you snare sink quickly so you 
can grab the bubbles faster, and you 
can move even the largest rocks. 

Green Pearl Power: Your hubbies 
will travel farther with each green pearl 

you find. 

Barrel 

II Small Ktonu Larpjc Buck 
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Each level has its special dangers, IJut the worst are Ursula's sn< * 

guards, waiting at the- end of each maze. To demolish (he guards, catch 
smaller foes and smash them into the big guys. You'll have to be quick, 
because the bubbles don’t last long, and the guards may dash from place 
to place. 

4 -3 i 
It takes quite a few bubbles to turn the J 

fc e- 
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guards into fish sticks! flut when you 
do, be sure to grab the magic pot that 
drops into the wat e r. A Her you 

the level, you'll see a scoring 
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Press button A to 
hunt. You'll learn from Flounder, Scuttle, 

or Sebastian what dangers lie ahead. 

m your next $ea ■ : I ■ ■ ■I 
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CHECKING UP ON ARIEL 

Press Start to pause Ariel's 
adventures and look at the 
status screen. You'll see how 
many chances Ariel has left, 
Iter score, and how many 
gleaming pearls she's found. 
You'll also see bow power¬ 
ful her bubbles have be¬ 
come. Press Start, again to 
return to the game. 
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Sea of Coral 

Grumpy fish and creepy crawlies 
are on the prowl! You can't catch 

the starfish; hut you can slop ■L> 

" ft O * them with a swish. Dig in the -- * V 0 
sand for magic things, and watch 
out for sharks! 

■2 e 

]4 

■ 

1 ■ 

Sunken Ship 

Boo! Spooky ghosts flit through the portholes. Find out what's under 
their sheets. You'll have to wait l or the hermit crab to come out from 
hiding before you can catch them. An unfriendly octopus- and his 
brothers!- try to stop you with blue ink blobs. Wheel eerie eels snarl and 

to escape! shock you, ifs 
H :« 
r 

Sea of Ice 
p 

Brr! The ice is cold and hard. 

You can slip right off the ice 
floes, and lose your shells on the 

■ 

lul sometimes slip 
across the ice is the fastest 

L J" 

m 

ping 
way to go. if you don't got 
bumped by mean blow fish spitting 
Fish bones. Frozen fish and icy caverns will shiver your timbers! Near 

the end, the walruses come out to play, but it won't be any fun for you! 
15 



fDER THE SEA (cont.) ■ 

Undersea Volcano 

in this burning, bubbling, underwater fumance 
Search the santly pockets* but watch out for what's hiding there. Loba 

it's backwards! 

■ ■ 

. | ■ 
■ 

. ■ 

catch the fishy cannonballs to 
bump off the Soldierfish 

Ursula's Castle ■" 

Warp From maze to maze to get 
through this gloomy haunted 

palace. $w 
dragon 

> ■ 

in I 
■ 

*■ mw 

A to escape- or get caught in a 

trap! There are many ways into 
the sea witch's secret den, but only 
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■ Sometimes you might have to swim pasta ■ n ■E 
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^ Roll out the barrels, stones and rocks to smash creatures and pop 
■■ 
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tnd extra hearts, pipes and forks by tossing shells or bubbles into 
i ■ 

-H '"I ■ ■ . - . 

. m 

- r b 

ye 

■ a. 

"is : more r I r . ■ ■ 
u ■ 

_■ 

i of a maze, the sooner you can catch smal l fry to throw at 
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X In Ursula's Castle, the dragon's eyes wilt shine when you’ 
- . 
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■ 
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REPAIRS AFTER EXPIRATION ffl' WARRANTY; 

El iIk- PAK devntffps 4 vr-=.'11 lm qlwsr Use 
pcriiul yr.4i muv ■:lt.Lbjc| Lhf CapOOin Sieow Sern De 
partifl.OfH41 iftegboneMoriKt notedprmOully '• ihtC'Jpeoni 
Hccvicp LectoriL>2bill Is U n.ihl±in aqI\ u ibc pcuhlnm by ' b* 
may prervidr 5™ ug|H :i Y.h. is AttihoriiaIkn nimibrr. Vw 
fniy dial r*cuni cldi number un the OUtfririe paeftj gj ng. a f Die 
IXfrei iw PAS. jruf rsuis Ihc ■iritcliYh PAK T^-i^Jic |tfifuiii 

Csjxhih I'fKlflSiiijL a ■cfeKt tx moioy ur-'kr fui SI 0 00 
payable 10 CAfl§SM 0,5.A.. Irt. Cipiwn willaliLfupLicw, 

to ihc- onJi'..yns alw^c. =CT^" 'T^ PAK or r e pi j n: ii 
ilih h rvw iir rc-^JLted PAK. If rcpItocftDftffll PAKS mi 

livrj 11lih11.". flic JtffwsiwcPAK v-111 ht jh 11 r>jU and t-V StflflO 

payment nefu rjJ jtti. 

WARRANTY UMitAj^lS^ 
A Si APPLICABLE IMPUEO WARRAN t 131^. INCL.UD- 
I S(.l WARfcA STIES OF MERCHANT AISI1 -HT AS DPIT- 
NESS TOE A PARTICULAR PDRP03EL ABF HEREBY 
LIMETEDTO INI S KTY I JAY S l-RO.Yf Tl IEDATE OFFU R- 
(. HAiP AS DARE SL'BJFCI'TU IHH CONDITIONS SET 
FORTES 113:FJ JN IN NO EVENT SHAl.l. CapCOm BE 
LIABLE fftft CONSEQUENTIAL OR iST1IJHMAL. 
DAMAGES RE:BI.;j.TINES FROM T3IE BREACH OF ANY 
LKPRESS- OR IMPLIED WAHE4ASTiGS. 

Ilw prnvinacn uf Uiis wari -HT Mild in ihc United Scites 
<inly Soote hem-.i do 11 ut illOw Iiffiil3lien$ 0n how Inn^ 1- 
implied W...11 .= cy Lisju o<r«xfIuhnsf^• ju 1':ii 1 i: 11« inti- 
dmlal c.*-a 1 rs:j^ (be alwvc Eim iimion^ ud emr!uriOfli my 
nutippiy lu>y uu. Th»S wimnij- c:i. cs you specific Y*al 1 
and you any have other riftfi I i which v*ry -from •iizat lo slale. 

90-DAY LIH1TKP WARfEAS I V 
■Al'JTiT^y CAPCOM U.S Ai,1iwi.r'flapi»m”l wuranbs to ihu rtifcirt41 

■coc^uitut Dal iFi'i CifpCinfi Osinc Hfti F PAR "? shall be fi« 
Btem izi maltha! a^d ffiihdilp fc*" 1 ptr^rt of 9(i 
days lri>i; dair of puadiiK. If ■?. dolwl co^WPd P.L ihi?i 
WKcmly Wdp^fli^iog ili:*-; 9flday TramuiLy poriud. CU|XmV: 
wiU impair hr rep3ac4 Itrt PAK.Jt iiscfnlofi, ftetofi hjj^. 

Tn rcorivf-iNis witFunly M-rvioo! 

1 IK > SOT cccutt; your drEv.rT ti4fllC I Nik 10 i!"i- roiuilor 

1. r-.'riiiiy tru Capt-or-. CuoSun■ ..T &cfvi« IJepamnETTl of zik 

j.ifi(i"pati reqijinngwuTiruyrtcrvjco bj o*’Iihk Nfrt;72V-D4I>J. 

0urCCri*ui"i'iC" Service JJcpmmani ij. in csporiliun Fw^y PO 
A.M. to S:UOP.M PftOitlC Tiffin. Mpnday Ihrouph Friday. 

IO 

"A 

■orvirf itf£Ati*A is imnhlt sn soAo ilu> 
I'Tiddam hy i^ont. he wil'i pfo^idc yk-u i :■ i tenufn Auihari 
rf^liiXi ftnunher. Aewiply raouixi <hiN numUt^ W ihc riuisido 
parJ.i|y 11 ij; of ytfcr deSui^ve- PAK, unrl alun yuuf PAS 
fteiphi I'ropyid. aL y^ui" risk ^ coiciher with ywM 
■oltfs. slip -fir simitur prmit-ijf-punillaW •*■■ :hm l-* Ofl dj; 

w-immy t»«i od coc 

irASf^'iOM U.S.A., Inc. 
tOftfumcr JkfYice Dopoionnu 

33B? liiuilavaid 
SunlaClaro. CA 9YIV 

IIils ^wranty srail miLapply if Iho Pyk hO' bos*-dIte .igtdi hy 
ttftl:££ncc, jcciilom, wvreuooabli! use. invdilitMiiOh, tam- 
■perin^LOT by ccbcr^q&cp.ynrcLaisd 90 ihc dofotlivt it* A WriSli 
■nr workman ship. 

1 
1 1 ■ ■ 

P* 
J 

I L I j L I 

lliis equipni^iU gentTaics and ustb radio frequency energy and it' not installed and tis^ed 
properly, that h, in strict accordance with the manufactures' insirvctiotns, rrtay cause 
interfecence to radio bewJ television roccpdon. Lt has. been type tested and found to 
comply wtih the limits; for a Class B computhi^ dev LCE ill accordance with Che spccificB- 
tions in Subp^n J of P^rt 15 of FCC Rules, whkh are designed to provide re so liable 
prolection: against sucii interference in a re^Ulenlial installiiiion. However, there it> no 
guariiriLcc that inJtcrfcnence to radio or television reception, which can be determined hy 
turning the equipment off and on. the user is encouraged tci lry to correct the interference 
by one or more of the fo3bwing measures: 

Reorient the. receiving anlenna 
Relocate the NES with respect to (lie receiver 
Move, llic N\lS away from the receiver 
Plug the NES into a different outlet so that JSES and receiver are 
on different circyits- 

tbc user should consult the dealer or any experienced radio/television tecimi- 
cLan for additional suggestiom. The user Eiiay find the following booklet prepared by (he 
Federal Commurucaiio™; CovnmisBion helpful: 

How to identify and Resolve Radio-TV Interference Problems. 
This booklet is available frOin ihc U.S, Government l^inting Ofrice, 
Washington, D.C. 2i)402, Stock No. 0(W-000-00345-4. 
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Discover the 
value of 
quality family 
entertainment 
And get $10 cash back 
when you subscribe to 
The Disney Channel* 
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Yes, I became a new subscrito to The Disney Channel between October 1 p 1990 

and December 31,1991. Attached is my proof of instaltsfon. 

PhoneJ 1 Name 

Ad d f esa 

Stale Zip 

T^rmS and Corsditi acts 
5 QrftorToirt'*ortdGondi1l0n&. Roam M-juiIm | e j • jwmj Sei I nr I to 

raiing rf tie chocfc. Qfcr void wlw-u tisrcJ. proTUied ix rt^-Cakd. 
T.'rtt hisnay rh-LV/il may nni >n avnlnn e m none n%as; chuck 
win jour local caLk- opeialy'. TI'+me nkiy b& d-ai&Ss 
w-th ycLr !asuny CharrwH sutacnjTEcn nticr tnan Bit mrvfihiV 
subserptan *bc. Thu ottcidJ fcxm and catJb wufk erdr* w 

r::'.y.1 Yj infli LaiVi f-l Th-H HiVfty Ch* i >T11S' flftOOT^pATy H■>.i' 
rcqucid aid mud bn ma kd ir^elhc' F^echantcal ^e®couctcn !'.w, 

yrt d«e *d ^er bo honor** or ivfejmri o^nl 
T1T1 r:riri i": (.K,4n Vi.'i'k nifin: r:r :mi!.:Iii! &l£gctpbon 
■nvc’OB V do mu s t send a rig I na I *wu mwi to.. OPfcia I fante Or 

1 00* £*> wrticctM rehJfnsd'm *itno4 bp fo$poro-bta Apr 
■aln, Isst m mrd reeled rrai. Gflw may be revrtad erd care® kd t 
CflUr r- LJJ im Lj iX^^i fri#^ ffiBCftianfcflJ 0< 1MtiA- hHTC*1 s 

1 Ai 111, ■. r.v. -Yi. p; I r* ■! iw.vi htd by Auk^jy 31JW2 

g 5^Kl! <1) Ol yiXrf V Th+r Hiyipy CIftwl 
rrcrvse sTowng ITd you tccami: a subocr t-.'r between 
Oflhbif.1Pi^M*-d DwwritwrSL 1 ^1. art |£| INS 

D Q»h Rack FM^n rinnrtfjan In 
The-(Mney£*vanr»< ftflbeiedHb1 
l».Q. Boa 2-,S4 - Of^’il ocq 
Ouiiworlh, CA9iaia 

% Tn* iiPt* ^ob^cnplipn rpL.isn chAck wil \a-. rr,i: rd to tbrr .iPd'r.M 
on your :eKe :4 cr mda knun <M»k ord^i. 

4 OFItr iLIrniccd ba: [Jrly onn |1 j 5 lu DH sebiJn check per 
iHUKbuld fa Wl W OtKb^! 1. TiS^ri :Jjrt0 
i,i«rjt-iHr S:..i?Ji; In Tho Difjwiy Q"iirrcl Current aubicn- 
bers are "ieM eligible. L mteo lu lesdOirti ul lie USOuSiTi 
Puwo"OBDi. private sasidortopsi W » g^w, 
CLtn,as50calor-r:aif Hgnnunlcn^ Ncl lobe used in 
oonjunclkm wiCh un,|i blhv Diiwy ChiOrtl wb^iipl:i>:i 
ertldr. Nnw nLoser-bc-'n nrefial eligible ^r Bus oWe^ IT the'y 
have lak-rn advarlage old DisneyCbiri'td pffrntiurt'■&* tW^ 
i-hIkhTh nftni within tho i'hh■*' 13 inontda. 
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MAIL-IN ■ 

II FREE MICKEY MOUSE 
HIP PACK 

AND $10 OFF 
THE DISNEY CHANNEL 
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XLntend& of Amcr,ta 1 

Receive Your FREE Mickey Mouse Club Hip Pack 
when you purchase any two of the following t apcom video games: 

The Little Memiaid, Mickey Mousecapade, 
Mkkeyhs Dangerous Chase, Who Framed Roger Rabbit, 

Adventures in the M agic Kingdom, 
Rescue Rangers, DuckTaks> TaleSpin 

\) Fill in Shis maii-sn e&rtifi&aSo compieifii^ 
2) Include Iwo (3J UPC Symbol a ( } from any of 

Gapcom games lasted above, as prpof-of-purchasc., 
2) Encto5e53s2S for postage & handling. (Dm not send cash). 
4) MaiE to: Capcem.1 Disney Channel Offer, 234 D Main St. 

Dept. 194, Pleasanton, CA 94566 

Jrue print: 

Street Address: 
City: State: 

This Mfiii-lri Gerlif^cala mu&l MCC nip a n y your request Nenher it nor the reqjlrecf UPC symbols may oe 
rap'odue^d Limit one pt*r family r group oc peg an iza cion, qooc only in U.S A Void where prohibited Dr 

OFFE R E XPi RES January 1 „ 1992 or whil& supples Iasi. olhe^ise rioted- Allow S-S wtuftks for processing 

MAIL-IN CERTIFICATE S t L30K 


